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I. PROJECT ACTIVITIES 
 
From June 17-July 5, 2013, the Humanities Heritage 3D Visualization NEH Summer Institute was held 
jointly at Arkansas State University (ASU) and University of Arkansas (UAF). 18 summer scholars, 
including 2 international scholars, attended the Institute, with the first two weeks of the Institute held on 
the ASU campus, and the last week on the UAF campus. Prior to their arrival on campus, all scholars 
completed paperwork for processing of their stipends, and arrangements were made to meet scholars and 
lecturers and bring them to Jonesboro, AR. While this required extensive planning on the front end, it 
allowed all scholars to receive their stipends the first day of the Institute and eased their transition to 
campus. One international scholar did not travel with the correct visa, resulting in higher taxes. Both 
directors and institutions worked closely with the scholar following the Institute to assist in the recovery 
of the taxes.1 
 
The Institute schedule was posted on the website in late May, and we were able to stick to the proposed 
schedule with only slight scheduling adjustments at both sites.2 With the exception of Professor Michael 
Anderson, all lecturers were able to attend the Institute physically on the scheduled days. Anderson was 
directing the Via Consolare excavation in Pompeii, and so he presented his tutorial on 3D modeling from 
photogrammetry data remotely through Skype. This did not adversely affect his presentation, as the 
connection was stable and there were no visual or auditory interruptions. The original proposal included 
the House of the Lucretius Fronto in Pompeii as the example for the Unity tutorials, but this was switched 
prior to the Institute to the House of the Ara Massima, as this smaller house was easier to present in the 
scheduled time. During the first week at ASU, summer scholars requested the addition of the Southern 
Tenant Farmers Museum, an Arkansas State University heritage site modeled by ASU, to the list of 
weekend trips, and so the group visited this site on the same day they went to the Hemingway-Pfeiffer 
Museum and Educational Center and the Boyhood Home of Johnny Cash in Dyess, Arkansas. In the 
proposal we planned to use two smaller buses to transport scholars to the sites, but then changed to a 
single bus with a driver so that the Heritage Sites director, Dr. Ruth Hawkins, could discuss the area and 
provide additional historic context with the group during the drive.  
 
The Institute has been publicized widely. In August 2012, ASU published a short news article on the 
upcoming Institute following notification from the NEH about the award.3 In September 2013 an Institute 
website was created (http://humanitiesheritage.com), which we will continue to host on ASU servers. The 
website includes tutorials from the Institute as well as videos from the speaker presentations. To date, 
there have been 286 unique visitors to the site. On June 21, 2013 Arkansas State University published a 
news article, ″Scholars in Digital Humanities Converge at Arkansas State for National Endowment for 
Humanities Institute″ on the A-State website, in which Gill was interviewed about the Institute.4 On June 
27, 2013, the Jonesboro Sun, a local newspaper attracting a readership in the northeastern part of the state 
with the fourth highest circulation in the state, published an article on the Institute, ″Grant funds allow 
scholars to train in state, ″ that appeared in print and in the online edition.5 (Appendix B)   
  
 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  1	  Understanding	  the	  visa	  requirements	  is	  complex	  and	  should	  be	  considered	  by	  project	  directors	  and	  summer	  scholars.	  A	  complete	  discussion	  of	  this	  appears	  in	  the	  Interim	  Report.	  	  2 http://www.humanitiesheritage.com 	  3 http://www.astate.edu/news/dr-alyson-gill-receives-neh-digital-humanities-grant 	  4http://www.astate.edu/a/asunews/3cnewdetails.dot?newsid=a21bb893-ed25-4f9f-9618-e78b2e717731 and 
http://www.tmcnet.com/usubmit/2013/06/22/7223882.htm Last accessed March 18, 2014	  5 The Jonesboro Sun has a print circulation of 27,899 with an online edition available as well. The online 
version is paid access only. A print copy of the article is in Appendix B.	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II. ACCOMPLISHMENTS 
 
Institute Objectives:  
The Institute aimed to bring together 20 humanities scholars whose research or teaching would benefit 
from real-time 3D visualization, and to introduce them to the difficult but intellectually productive issues 
that surround the use of academic use of game engines. These issues include the balance of immersion 
with accuracy, strategies for storytelling and graphical user interfaces (GUIs) in ″serious″ games, and 
questions of power and appropriateness in using video game conventions to represent non-contemporary 
or non-Western cultures. To meet this goal, the Institute provided training in 3D modeling, moving from 
Google SketchUp and 3D Studio to 123D Catch, Meshlab, and Cinema4D. As delivery platforms, the 
Institute explored Second Life, VSim, and Unity3D in detail, concluding with a tutorial project focused 
on recreating the House of the Ara Massima in Pompeii using Cinema4D and Unity. As tangible 
demonstrations of the relation between actual places and virtual representations, the Institute included 
travel to ASU Heritage sites modeled by ASU: the Lakeport Plantation in Lake Village, the boyhood 
home of Johnny Cash in Dyess, the Southern Tenant Farmers Museum in Tyronza, the Hemingway-
Pfeiffer Museum and Educational Center in Piggott, and the Japanese American internment center in 
Rohwer. Finally, the Institute aimed to foster a community of scholars allowing for future collaborations 
between individuals and universities. 
 
Institute Accomplishments: 
The Institute provided participants with an experience that fostered greater knowledge and confidence in 
using 3D software. On the post-survey, 10 out of 15 participants reported being at least somewhat 
confident in 3D software use (3 participants were very confident), compared to 3 out of 17 on the pre-
survey. The increase in confidence is most likely due to the skills the participants gained during the 
Institute (and the fact that the skills they learned were what they needed and what they expected to learn). 
In addition, participants said that the Institute helped them to accomplish their goals. Not only did 
participants acquire a general understanding of 3D modeling basics, participants also gained very specific 
skills, (e.g., how to use SketchUp, Cinema4D, and Unity), transferable techniques (e.g., ″creating 3D 
models of any shape″), and a critical awareness of the broader cultural considerations of using 3D (e.g., 
″issues surrounding ethical use of gaming technologies″). In sum, the Institute provided participants the 
expertise to build 3D models (12 out of 15 agreed), use 3D environments for scholarship (13 out of 15 
agreed), and create and evaluate game-based heritage visualizations ethically (12 out of 15 agreed).   
 
In our Institute proposal we noted, ″In bringing together an impressive group of lecturers who specialize 
in the use of 3D visualization and game engines as research tools in the digital humanities, the institute 
creates an important resource in the form of a community of scholars—which allows for future 
collaborations between individuals and universities.″ The evaluations suggest that the majority of 
participants said that they now have a community of scholars with whom they can collaborate on projects 
(12 out of 15 agreed, 8 strongly). In fact, many have already thought about how to make the most of those 
collaborations. For example, one participant said, ″…I am thinking about the possibility of applying for 
an NEH grant myself or with another member of the group in the future.″ Another said, ″I will have 
people to call and email when I need assistance as I go forward.″ Since the Institute ended we have seen 
several collaborations between summer scholars, project directors, and lecturers, several of which have 
resulted in grant proposals, including an NEH Digital Humanities Start-Up grant, ″Dangerous 
Embodiments: Theories, Methods, and Best Practices for Historical Character Modeling in Humanities 
3D Environments″ that was recently funded by the NEH for 2014-15 and included several scholars and 
lecturers from the NEH Institute, a major grant application to the Arkansas Humanities Council for the 
Rohwer Japanese American Relocation Center, and a National Park Service Japanese American 
Confinement Sites grant proposal for the Jerome Japanese American Relocation Center. Strong 
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collaborative relationships have also been created between Hamilton College, University of California, 
Los Angeles, and Arkansas State University as we have joined together on several grant proposals since 
the end of the Institute, and several scholars continue to collaborate with UAF-Center for Advanced 
Spatial Technologies (CAST) on individual research projects.6 
 
Summer Scholar Accomplishments: 
Summer scholars have told us that the Summer Institute has had a direct and lasting impact on their 
research.  
 
Susan Blevins (Emory University) will continue her work on Samothrace this year, traveling there in the 
summer of 2014 to begin the 3D scanning of vertical walls in the Sanctuary to incorporate into the model-
-technology that she learned about during the Institute. She adds that this tool will be especially important 
as they prepare to publish the monuments of the Western Hill, a project that will launch in the summer of 
2015. After further editing, she intends to bring her model into a real-time visualization environment. As 
a result of contacts made during the Institute, CAST supported Blevins’ work by providing close-range 
scans of 29 fragments associated with the Winged Victory from the Sanctuary of the Great Gods at 
Samothrace. Blevins has also proposed an AIA 2015 colloquium intended to examine critically the urban, 
architectural, and artistic space and monuments of Roman processions, including approaches that explore 
these issues through digital visualization, as she sees this as an essential methodological contribution. The 
Institute introduced Blevins to the work of several scholars whom she has invited to contribute to the 
colloquium. She will also present a talk at AIA 2015, ″Impact of Accumulation: Deified Emperors in the 
Roman Imperial Cityscape,″ and plans to incorporate some of the mapping and presentation technology 
that she learned at the Institute into this presentation. 
 
Richard Graff (University of Minnesota) continues his work on ancient Greek oratorical performance 
spaces, including 3D modeling of a selection of key structures and development of new immersive 
visualization techniques and tools. This project was the focus of his Resident Faculty Fellowship in the 
Institute for Advanced Study at the University of Minnesota in fall 2013. With his chief collaborator, 
Christopher Johnstone (emeritus in Communication at Penn State), he presented an overview of the 
project with architectural renderings and other visualizations at a special panel at the biennial Conference 
of the International Society for the History of Rhetoric (Chicago, IL, 25 July 2013). He also presented a 
talk, ″Oratorical Performance Space in Ancient Greece: Digital Reconstruction and Interpretive 
Visualization,″ as a special pre-conference presentation at ″Beyond Computers & Writing,″ a conference 
of the Great Plains Association for Computers and Writing (Minneapolis, MN, 7 Nov. 2013). In 
collaboration with the Interactive Visualization Lab at the University of Minnesota, he has submitted an 
article to the ACM Journal on Computing and Cultural Heritage. In addition to further development of 
dual-interface immersive (CAVE) displays for 3D architectural models and complementary 2d visual 
data, he has also begun integrating digital assets for presentation in Unity. 
 
Todd Hughes and Lynn Ramey (Vanderbilt University) continue to work on Ramey’s Discoveries of the 
Americas project, and their experience at the Institute led them to create a 3D Visualization Working 
Group at Vanderbilt. Hughes notes that there are 5 scholars at Vanderbilt working on a visualization of 
the "L'Anse-aux-Meadows" Viking site in Newfoundland. The 3D Group is exploring the integration of 
assets created in 123D Catch into Unity, and based on their training at the Institute Hughes and Ramey 
feel confident in their use of these tools, with Hughes noting that he led a successful session on 123D 
Catch at the Vanderbilt ″That Camp.″ They have hired a graduate student to assist in asset creation and 
programming in Unity, and Ramey adds that one of her graduate students is now starting to expand her 
St. Brendan/Old French language project. Ramey and Hughes gave a presentation at Vanderbilt about 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  6	  Center	  for	  Advanced	  Spatial	  Technologies	  (CAST)	  http://www.cast.uark.edu/home.html	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what they learned at the NEH institute to an audience of 30. Ramey plans to have Unity-driven 
visualizations of the sites visited by St. Brendan, Gudrid Thorbjarnardottir and Hernando de Soto 
integrated into their website by the end of the academic year. They have invited Institute co-Director 
Fredrick to deliver a public lecture and lead a workshop on Unity and immersive humanities for this 
group on April 3-4, 2014.  
 
Peter Murray (Methodist University) notes that since the Institute he has made 2 grant applications for 
Title III money at his institution to purchase a license for Cinema 4D and a 27″ iMac so that he can 
continue working on his Stagville Plantation research. He also plans to use work-study money at 
Methodist University to employ several students in computer science, graphic design, and history to turn 
photographs of the existing Stagville buildings into 3D models in Unity. 
 
Angel Nieves (Hamilton College) participated in a panel session at the Society of the American City and 
Regional Planning History (SACRPH) in October 2013 entitled, ″The Archives Write Back: Digital 
Archives, Damaged Communities and the State.″ His paper was entitled, ″The Soweto HGIS Project: 
Models for Collaboration and Digital Archive-Making.″ He has also worked on 4 grant proposals related 
to Institute topics with Gill and others since the Institute. In June 2014 he will be attending the Digital 
Humanities Summer Institute (DHSI) at the University of Victoria and will be enrolled in the course, 
″Games for Digital Humanists,″ along with Greg Lord, DHi’s Lead Programmer and Software Engineer, 
in preparation for developing an ″Introduction to Gaming″ course at Hamilton College for spring 2015.   
 
Edward Triplett (University of Virginia) returned to UAF in October 2013 for a week of point-cloud 
registration on RazorVue, a visualization wall composed of 9 integrated flat screen displays. At UAF he 
developed an open-source pipeline for processing, meshing, and decimating dense photogrammetry data 
using VisualSFM, CloudCompare, and Meshlab. During that week, Fredrick and graduate student Tyler 
Johnson introduced him to 3D Coat and X-Normal, a software workflow developed in the gaming 
industry to re-topologize and transfer normal maps from dense photogrammetry-captured meshes onto 
new Unity-ready low-poly models. Some of this work can be seen here.7 Triplett has also been guest 
lecturing at UVA, summarizing some of the topics discussed in Arkansas and showing some of the online 
work to graduate students in the Methods in Architectural History course. He also gave a lecture about 
pilgrimage architecture using VSim thanks to Lisa Snyder's generous donation of their Santiago de 
Compostela model, noting that VSim worked very well as a lecture tool, and he is showing his advisor 
how to use it so she can continue to use it for future lectures.  
 
III. AUDIENCES 
 
The NEH Summer Institute audiences are diverse. Our primary method of publicizing the Institute 
schedule, readings, and tutorials was on the Institute website, ″Humanities Heritage 3D Visualization,″ 
which is still active and has had 286 visitors to date. The user statistics are less clear, with visitors from 
the United States and Germany.   
 
In June 2013 Gill created a Facebook group for the NEH Institute and that site remains active as well, 
with frequent postings by NEH scholars.8 There are 36 members in that group, including Institute scholars 
and faculty, as well as the Education Outreach Director at the Arkansas Science & Technology Authority, 
the former Dean of the College of Fine Arts at ASU, an archaeologist from the Römisch-Germanische 
Kommission, the Chair of Visual Arts at Coastal Carolina University, the Dean of Humanities at ASU, 
two faculty members from the Art Department at ASU, the director of publications at the American 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  7 http://www.edwardtriplett.com/digital-projects/photogrammetry/ 	  8 https://www.facebook.com/groups/139642202904201/ Last accessed March 21, 2014. 	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School of Classical Studies, and a staff member from CAST. We intend to keep that Facebook group 
active. The Institute was also publicized on the Center for Digital Initiatives blog, Digital Landscapes.9 
 
Presentations:  
Immediately following the Institute, Fredrick made a presentation at the Art Museums and Distance 
Learning Summit, held July 10-12 at Crystal Bridges Museum of American Art. The presentation, ″The 
Digital Pompeii Project: Immersive Distance Learning in Pompeian Houses,″ focused on 3D 
visualizations of houses in Pompeii in Unity, but touched on the ongoing joint project between Crystal 
Bridges and UAF on visualizing the Tenth Street Studio in New York, and included explicit discussion of 
the NEH summer Institute and its themes. The audience consisted of 40 leaders in museum education, 
including representatives from the Museum of Modern Art, the Metropolitan Museum of Art, the 
National Gallery of Art, the Philadelphia Museum of Art, the Los Angeles County Museum of Art, and 
the Gilcrease Museum. This presentation was followed up by a webinar specifically on the Tenth Street 
Studio project offered to Summit attendees on October 16, 2013 (roughly 20 participants). 
 
In July-August, 2013, Fredrick taught a new 4-week intensive honors seminar in collaboration with Tom 
Hapgood, professor of Digital Art and Design at UAF. The course, ″The Tenth Street Studio Building 
Digital Reconstruction: Visualizing a Chapter in American Art History,″ was supported by a grant from 
the UAF Honors College and developed in collaboration with Crystal Bridges Museum of American Art. 
The course was initially offered to 8 honors students (summer 2013) and will be offered again this 
coming fall 2014. The goal of the project is the development of a Unity based interactive teaching module 
on the Tenth Street Studio for use in secondary and higher education courses; a beta version of the 
module will be released in August 2014 to Summit participants and to scholars in the NEH summer 
Institute for play-testing and review. 
 
On October 7-8, 2013, Fredrick offered training sessions in Unity3D to 16 students in Little Rock, 
Arkansas, as part of the EAST (Environmental and Spatial Technology) initiative. The group consisted of 
a mixed group of African American, Hispanic, and Caucasian students from middle school through high 
school; the sessions introduced these students to the basics of asset creation and programming in the 
Unity environment. 
 
In fall 2013, as part of a new initiative to develop deeply immersive online humanities curricula for UAF, 
Fredrick offered CLST 2323 Greek and Roman Mythology as a game-centered online class. Game play 
was centered on a virtual reconstruction of the House of Octavius Quartio in Pompeii, with myth levels 
accessed through the wall paintings, sculpture, dishes, graffiti, and even cooking recipes found in the 
house. Game content was researched and built by a team of undergraduate and graduate students at UAF, 
and delivered through Blackboard as Unity builds each week. A course in Roman civilization is currently 
under development, to be offered in fall 2014 to 150 students; as part of the development process for the 
class, Fredrick led an intersession course on Game Design in Rome, January 1-12, 2014, with 8 
undergraduate and 2 graduate students. 
 
At the invitation of Institute scholar Angel Nieves, in November 2013 Gill gave a lecture, ″Using 3D 
Tools to Make a Case for the ‘Women’s Bath’ in Classical Antiquity″ to a small group of faculty and 
students (about 30) at Hamilton College. She also led a workshop based on the NEH Institute entitled, 
″Beyond the Mississippi: Heritage Sites in the Arkansas Delta″ for a group (about 20) of Hamilton 
College students, faculty, and staff. (See Appendix D) 
 
On February 5-7, 2014, Fredrick led a workshop at Augustana College on the goals and methods of the 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  9 http://digitallandscapes.wordpress.com	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Digital Pompeii project (30 students), and presented a public paper, ″Take a Walk on the Wild Side: the 
Spatial Grammar of Pompeii and the House of Octavius Quartio″ (ca. 100 attendees). The presentation 
focused on environmental modeling in Pompeii using Unity together with spatial and art databases, 
summarizing in its introduction the NEH Institute and the issues it raised. 
 
At the invitation of Institute scholars Todd Hughes and Lynn Ramey, Fredrick will present a workshop 
Vanderbilt (April 3-4, 2014) on developing immersive teaching modules for higher education using 
Unity, and a public presentation on the potential of Unity and databases for art historical research. 
 
On April 9, 2014 Gill will present a lecture with one of the summer scholars, Angel Nieves, at the 
Association of American Geographers annual meeting with an audience of about 100-150. Their paper, 
″Creating a Greater Sense of Place: The Virtual Museum″ will be part of The Southern Plantation 
Museum: The “Tough Stuff” of Heritage Tourism Research: The Museum Experience and is directly 
linked to ideas generated in discussions during the Institute. This conference is directed towards 
geographers, GIS specialists, environmental scientists, and those working in research and applications in 
sustainability and GIScience.  
 
In September 2014 Gill and Nieves will co-chair a Dangerous Embodiments session at the Southeastern 
College Art Conference (SECAC) on the impact of historical character modeling. In the session proposal 
Gill and Nieves noted that scholars of 'difficult heritage' are often confronted with the challenge of 
producing meaningful engagements with diverse audiences. With this engagement we often face risks as 
we represent serious, often painful and controversial, historical content through a medium so closely 
aligned with popular entertainment. This issue is not confined to 3D environments, but also can be seen in 
examples of embodiment in living history contexts. A vivid example of this is a 1999 Colonial 
Williamsburg living history piece, Enslaving Virginia, in which reenactments were so realistic that some 
audience members attacked white actors in the slave patrol. This session brings together studio artists, art 
historians, and graphic designers to discuss some of the critical issues involved in modeling 'difficult 
heritage' characters. SECAC is a non-profit organization that promotes the study and practice of the visual 
arts in higher education on a national basis. Membership includes individuals and institutions from the 
original group of southeastern states that founded the conference: Alabama, Arkansas, Florida, Georgia, 
Kentucky, Louisiana, Mississippi, North Carolina, South Carolina, Tennessee, Virginia, and West 
Virginia.  
 
Fredrick’s abstract submission for the Lambda caucus (LGBTQ) of the American Philological 
Association has been accepted for presentation at the 146th Annual Meeting in New Orleans, January 8-
11, 2015.  The paper, ″Or Are You Just Happy to See Me?  Hermaphrodites, Invagination, and 
Kinaesthetic Humor in Pompeian Houses,″ uses Unity reconstructions of the Houses of the Dioscuri, the 
Vettii, and Octavius Quartio to explore the role of the viewer’s physical movement in constructing the 
“joke” of the unexpected phallus in paintings and sculptures of Hermaphroditus. 
 
IV. EVALUATION 
 
The Summer Institute was evaluated by the Center for Community Engagement (CCE) at Arkansas State 
University under the direction of Dr. David Saarnio.10 The CCE provides research and evaluation services 
to public and private organizations and is equipped for all components of program evaluation, with a staff 
of 6 who have expertise in interviewing and survey methods. The Director of the CEE, Dr. David Saarnio, 
has overseen program implementation and evaluation activities at Arkansas State University and in the 
NE Arkansas region for the past decade. In an effort to get a sense of summer scholar previous 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  10 http://cce.astate.edu Last accessed March 18, 2014	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experiences with 3D and expectations for the Institute, a pre-survey was administered to participants at 
the beginning of the Institute. At the end of the Institute, a post-survey was administered to get a sense of 
(a) how participants benefitted from the institute, (b) what they thought about the institute, and (c) what 
changes need to be made for future institutes. 17 pre-surveys and 15 post-surveys were completed and 
returned. (See Appendix A for the complete Evaluation.) 
 
The overall response to the Institute was very positive. The evaluations suggest that participants came in 
with certain goals and concepts they wanted to learn and left meeting those goals and learning the 
concepts. In addition, participants provided excellent feedback on the structure, content, and nature of 
Institute that will prove invaluable in planning subsequent Institutes.  
 
Institute Strengths: 
The Institute evaluations were very strong overall, and in reviewing participant responses it is clear that 
what one perceives as a weakness of the Institute (too many field trips, or too narrow a focus on Unity), 
another views as a strength (access to heritage sites in guided site visits, or an opportunity for in-depth 
learning in Unity).  
 
Participants found it useful to have the Institute hosted at two different institutions. The survey responses 
suggest that there were distinct differences between the two hosting institutions that made the Institute 
stronger. Several scholars noted that the first half of the Institute paid greater attention to methodological 
and philosophical issues, particularly evident in the presentations by Roxworthy, Snyder, Favro, and 
Fredrick in his presentation. As per our proposal, the second half of the Institute featured greater focus on 
hands-on work in Unity. This resulted in a difference in emphasis/tone between the directors and sites, 
with scholars noting more focus on ″methodological and philosophical problems at ASU″ and more 
ability to work for an extended period of time on projects using a single program (Unity) at UAF.  
 
The participants reported that the Institute was well planned and had excellent leaders. Each institution 
had something different to offer. Most participants agreed that ″accommodations at both sites were 
comfortable″ and that ″everything was very well planned organized & executed…″ Several scholars noted 
key differences between ASU and UAF campuses, including organizational and lodging differences 
(including lack of internet in the UAF dorms), but in general, most responses were positive (it was a plus 
to have the Institute split between the two sites), and a few responses were particularly in favor of one 
campus or the other, with scholars noting, ″Arkansas State University was clearly better prepared, 
managed & executed for scholarly use″ and ″I would have appreciated more time w/ the facilities (plus 
tech & staff) at the CAST lab-did not see any specific advantage to using Jonesboro as one location.” 
 
In the eyes of the participants, the success of the Institute was due to the Institute’s Co-Directors. Several 
scholars noted that the project directors each came to the Institute from a different perspective and that 
this difference added a tension that fueled discussions during the Institute that were very useful. It appears 
Fredrick and Gill made a good team, each bringing a unique set of strengths to the project. One scholar 
noted:  
 
  Both Co-Directors had significant strengths. -Dave is really a gifted instructor on 
  software. To keep us all  mostly going forward at the same pace, yet helping individuals,  
  was a herculean task. His enthusiasm & positive feedback helped us all stay motivated.  
  He has also clearly thought a great deal about what technology does for those who make 
  these models. His one long theoretical talk to us in Jonesboro was really interesting, &  
  showed the wide range of theoretical approaches he's "tried on" for this. I only wish there  
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  had been a little more of that big picture, even if we had to sacrifice a little software  
 instruction. -Alyson was an incredible motivating force for the whole program- It was  
  so clear she had thought so much about the mix of lectures we would have, to both  
  bring up the larger issues involved with 3D deconstructions & "the power of images"  
  as well as trying to give us a feel for a range of different softwares & what they might  
  offer our specific projects. She was constantly making us aware of opportunities to  
  continue the conversation started at the institute, giving us ideas about conferences,  
  the journal she is editing, funding sources, etc. And trying to suggest possible synergies 
  between participants She was both extremely efficient and very caring, helping to  
  jumpstart conversations between participants and among participants & speakers  
  that would not otherwise have happened. 
 
Another noted, "These were 2 very hard-working and committed colleagues. They brought different 
strengths to the Institute, both sets valuable. If I had to offer suggestion, perhaps a higher degree of 
coordination between the flow on the balance between theory and practice would have been useful. 
However, this was a very effective and well-conceived experience, which is a testament to the organizers' 
hard work." One participant stated simply: ″Alyson & Dave get a lot of credit for making this Institute 
such a success. Well done!″ Another scholar noted, “I really appreciated both conceptual halves of the 
program- Alyson was perhaps more interested in thinking about the larger issues brought up by use of 
technology, & Dave was more interested in having us actually work with the technology to understand the 
possibilities it could afford us. Both were good in conjunction with each other.” 
 
Institute Weaknesses: 
More Theoretical Discussion Needed: Due to the lecture format for the ASU portion of the Institute, 
theoretical discussions were front and center at ASU, and scholars noted the impact and importance of 
these discussions, as well as the need to include greater discussion at UAF. In emphasizing the 
importance of these discussions, one scholar asked to ″de-emphasize nuts-and-bolts Unity work [at UAF] 
so as to allow for more theoretical discussion of issues involved in 3D modeling and game construction.″ 
One scholar noted, ″ASU provided Institute scholars with a wider array of both applied & theoretical 
approaches to humanities heritage 3D visualization. U of A was too focused on using a particular gaming 
engine (Unity) as opposed to providing both strengths & weaknesses of one platform over another.″ 
Another noted, ″I think the combination of lecture in the morning & lab work in the pm was particularly 
effective. Fayetteville's emphasis on the technology meant we learned a great deal. But sometimes were 
losing "the forest of the trees" in terms of the big picture.″ 
Response: Overall it seems as if more theoretical discussion integrated into training sessions at UAF 
would have been welcome, although there were efforts made to provide that outside the lab. (During the 
UAF week, Dr. Fred Limp gave a presentation to the scholars at Crystal Bridges that directly addressed 
the theory and practice of 3D visualization.) These types of discussions were seen as so valuable, that 
ASU and UCLA have submitted a 2015 NEH Summer Institute proposal that specifically looks at 
collapsing the distance between content creator and end user—essentially foregrounding theoretical 
discussions. (See Grant Products below.)  
Field Trips: A unique feature of the Institute was the incorporation of travel to ASU Heritage sites in the 
Arkansas Delta to compare the actual site to the 3D models created by the CDI. These trips took place on 
two weekend days during the two weeks at ASU and included travel to sites that were relatively close the 
ASU campus (an hour or less), and two that were quite far (about four hours). One additional site, the 
Southern Tenant Farmers Museum in Tyronza, AR, was added to the Dyess-Piggott trip, at the request of 
several scholars who wanted to see the site. One scholar noted, “A drawback at Jonesboro was the use of 
two days for fieldtrips. The Lakeport Plantation day was not necessary & exhausting for the group 
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(although the Dyess Hemingway was great.)” Another noted, “ There should have been only one field 
trip. What we saw was great and gave us a better appreciation for Arkansas, but it took too much time 
away from learning the software.”  
Response: In future Institutes these trips will need to be modified, with the most distant sites omitted or 
optional. It should be noted that despite some negative comments about the trips, two grant proposals 
have been submitted by members of the summer scholar group directly based on their experience with 
those sites--one of which was recently funded as an NEH Digital Humanities Start-Up grant. (See Grant 
Products below.)  
Over-scheduling: One of the primary weaknesses of the Institute was the lack of time built into the 
schedule for scholars to work on their own projects using these new tools. In trying to present an array of 
tools very quickly, scholars were unable to delve into any in great depth with the exception of Cinema 4D 
and Unity during the last week.  One scholar observed, " There was too much time spent on redundant 
software. For example, Cinema 4D and 3Ds max do very similar things. This is only one example and we 
could have learned more by going with just one." At the same time, the focus on these tools during the 
last week, which was part of the Institute design, was problematic to some scholars, with comments about 
‘over-scheduling’ during this final week with no time to work on individual projects. One scholar noted, 
"U of A was too focused on using a particular gaming engine (Unity) as opposed to providing both 
strengths & weaknesses of one platform over another." 
Response: While some scholars felt that the focus on Unity was too narrow (as in the comment above), 
others disagreed. One scholar remarked, "It was incredibly interesting & valuable to see how quickly that 
a game or series of scenes could be created in Unity," while another noted "I will use the Cinema 
4D/Unity workflow extensively. Both are powerful and user friendly." Scholars noted the potential of 
Unity with one mentioning the “possibility of great accuracy of representation.” That several grant 
proposals were submitted after the Institute that included Unity attests to the effectiveness of using Unity 
as a representational platform and the presentation of those strengths during the Institute. (See Grant 
Products below.) It was also clear from the comments that the schedule did not allow for much extra time 
to work on projects, despite the labs being available to scholars outside of the Institute hours at both 
campuses. This could be addressed in future Institutes by having fewer site visits at ASU, which would 
free up the extra weekend day. The Unity training could have been presented more efficiently (one 
scholar suggested sending tutorials in advance), with more time included in that final week for broad 
discussion and time to work on individual projects.  
Switching between software programs: While the proposal was designed to expose the scholars to a wide 
range of programs, several respondents noted that switching quickly between software programs was a 
problem.  
 
Response: In the future we will need to concentrate on a limited set of representative workflows and focus 
on a single modeling program (Cinema 4D) instead of including Studio Max.  
Difference between labs: At ASU all scholars were working on Macs, and at UAF switched to PCs. One 
scholar noted that, ″it was problematic to move from all Macs to all PCs, & with different programs 
(software) on some of them.″ Another noted, ″..the labs were different in set up. I wish I could have 
known that I could have continued & word in 3ds Max when I arrived at U of A. ″ Another scholar noted, 
″Some of the mechanics could have been improved, such as having the same software releases available 
in both labs.″  
 
Response: The directors were aware that there might be difficulties in switching between labs, with an all 
Mac lab at ASU and PC at UAF. Bootcamp was installed on all Macs at ASU to run the PC programs, 
and Fredrick traveled to ASU in advance of the Institute to ensure that all programs that he would be 
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using were installed on the machines. Limiting the software offerings might help with this issue, as the 
greatest problem seemed to be the inclusion of Studio Max. 
V. CONTINUATION OF THE PROJECT 
 
Partnerships 
A partnership between Arkansas State University and Hamilton College has been created as a direct result 
of the summer institute, and in November 2013, Gill gave a workshop on 3D modeling of Arkansas 
heritage sites at Hamilton College’s Digital Humanities Initiative, and was invited by the DHi co-director, 
Angel Nieves, to give a lecture on the use of 3D tools to make a case for the ‘women’s bath’ in Classical 
antiquity.11 Nieves also invited Gill to serve as a networked faculty fellow for the DHi, and she has 
accepted.12 A partnership between UCLA and Arkansas State University has also been developed with the 
proposal for an Advanced Topics in the Digital Humanities Summer Institute in 2015 and 2016 (outlined 
below). Arkansas State University and several summer scholars are also working with the McGehee, 
Arkansas museum on several grants that are a direct result of the 2013 Summer Institute. We see this 
relationship continuing over the years, as the Rohwer Japanese American Internment Center is one of 
Arkansas State University’s heritage sites. CAST has also partnered directly with Susan Blevins and 
Edward Triplett as noted above, and Fredrick will be giving a talk at Vanderbilt in April 2014 at the 
request of Lynn Ramey and Todd Hughes. UAF and ASU together have received a National Park Service 
grant (May, 2013), with Prof. Frederick Limp as PI, NEH Institute scholar Kimball Erdmann and co-
Director Fredrick as co-PIs, which aims to "bring the Rohwer site "back to life" through an online, 
immersive Unity environment, linked with a database of images and text, through which visitors to the 
virtual site will be able to move through the Camp, enter buildings. and interact with objects. This not 
only confirms a continuing partnership between the two institutions, but also affirms the importance of 
Unity as a visualization platform.  
 
VI. LONG-TERM IMPACT 
 
The NEH Institute has increased the visibility of ASU and UAF regionally, throughout the state and 
nation, and it is clear that both are committed to developing new ways to visualize 3D spaces—whether 
through Unity or a constellation of other programs. At the state level the Institute has a direct impact on 
the EAST (Environmental and Spatial Technology) Initiative, as Fredrick has presented tutorials since the 
Institute to EAST students and Gill continues to work with EAST students across the state using these 
tools—most recently hosting a ‘Visualizing the Past’ competition for EAST students.13 At the regional 
level these tools are now being used more widely by ASU for modeling of the heritage sites, including an 
installation for the McGehee museum for the Jerome Japanese American Internment Center. Scholars 
have also noted that they will use software (particularly Unity, VSim, and 123D Catch) in the classroom 
and in their research. The greatest impact will be in future grant proposals, as attested to by the grant 
products listed below. The theoretical breadth of these proposals, together with their recognition of Unity 
as a crucial real-time visualization platform in the humanities, points to the success of both parts of the 
Institute. 
 
VII. GRANT PRODUCTS 
 
Digital Humanities Start-Up Grant Proposal (Funded by the NEH in 2014, $59,510) 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  11 http://www.dhinitiative.org/community/events/speakers2013	  Last	  accessed	  March	  18,	  2014	  12 http://www.dhinitiative.org/about/networkedfellows Last accessed March 18, 2014	  13 The East Initiative http://www.eastinitiative.org. Visualizing the Past Competition: 
http://www.eastconference.org/?id=123	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In September 2013 several members of the NEH Summer Institute came together to write a NEH Digital 
Humanities Start-Up proposal, ″Dangerous Embodiments: Theories, Methods, and Best Practices for 
Historical Character Modeling in Humanities 3D Environments. ″ This proposal, with Gill as PI, brought 
together a strong group of participants including some of the Institute summer scholars (Eric Cave, Ellen 
Hoobler, Angel Nieves) and lecturers (Diane Favro, Lisa Snyder, Chris Johanson, Emily Roxworthy, and 
Bernie Frischer). The proposal called for the development of a comprehensive typology for avatar 
creation, and deployment of representative avatars in two Unity environments chosen because of their 
difficult heritage. We then proposed to study responses to different representative avatars within these 
environments using tools drawn from experimental philosophy, culminating in a Dangerous 
Embodiments symposium and resulting publication. This proposal was a direct result of ideas raised in the 
Institute. The project website is http://dangerousembodiments.com.  
 
National Park Service Japanese American Confinement Sites Program (Submitted 11/2013) 
In November 2013 several members of the NEH Summer Institute collaborated on a Japanese American 
Confinement Sites proposal, ″The Tie that Binds: Digital Storytelling from Jerome through Interactive 
Storyboards.″ This proposal, with Gill as PI, included summer scholars (Ellen Hoobler, Angel Nieves) 
and a lecturer (Ruth Hawkins), along with several others. The proposal is for the creation of an interactive 
Unity installation for Jerome at the WWII Japanese American Internment Museum in McGehee, AR, and 
smaller portable ‘Jerome suitcases’ that will be sent into schools throughout the state to raise awareness of 
the site and the people who lived there. A website for the Jerome Japanese American Internment Center 
will also be created, to bring it into line with the newly launched and highly trafficked website for the 
Rohwer Japanese American Internment Center created by ASU’s Center for Digital Initiatives.14  
 
Institute for Advanced Topics in the Digital Humanities (Submitted 3/2014) 
This joint proposal by Arkansas State University and the University of California, Los Angeles builds on 
issues raised in the 2013 NEH Institute, considering advanced problems and issues facing content creators 
and end users, and attempting to bridge that gap. This ten-day institute will take place over two 
consecutive summers: at ASU in 2015 and UCLA in 2016, bringing together twenty scholars working in 
the humanities who have research or teaching projects that would benefit from advanced discussion of 
theoretical issues with an impressive group of content creators working from different perspectives. The 
list of committed lecturers for this Institute is impressive, and includes five lecturers from the 2013 
Institute (indicated by *): Erik Champion (Curtin University, Australia), John R. Clarke (University of 
Texas, Austin), *Diane Favro (UCLA), Maurizio Forte (Duke University), *Bernard Frischer (Indiana 
University), *Ruth Hawkins (Arkansas State University), *Christopher Johanson (UCLA), Angel Nieves 
(Hamilton College), and *Lisa Snyder (co-PI, UCLA).  In the one-week institute at ASU, participants will 
spend each morning in an advanced discussion group with a lecturer who will propose a specific 
theoretical problem that they faced in content creation. In the afternoon, scholars will move into the lab 
and, in a hands-on session, will be asked to consider issues discussed earlier by working through case 
studies that reflect alternative solutions to theoretical problems raised by speakers. In doing this, the 
scholars will be informed by being a content user as well as interacting with the content. After the first 
week, scholars will return home, and will be given access to continuing and structured support. Scholars 
will collaborate and continue their discussion on a discussion board moderated by Institute PIs. Institute 
lecturers will also weigh in, responding to questions and conversation threads. Over the year, scholars will 
continue to work through problems introduced in the first session—either by writing a paper or creating 
their own model or prototype to address this issue. Each scholar will also be given access to up to forty 
hours of ASU staff support time for project or prototype development. Scholars will reconvene at UCLA 
in 2016 for a three-day symposium, meeting with lecturers from the first session and presenting their 
work. Papers from this symposium will then be submitted for consideration to either Digital Applications 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  14 http://rohwer.astate.edu	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in Archaeology and Cultural Heritage (DAACH), of which Gill is Associate Editor, or Digital Studies / 
Le champ numérique, of which Snyder is Associate Editor. This Institute responds directly to requests by 
2013 summer scholars who asked for greater engagement with theoretical issues involving content 
creation and end-user needs/expectations.  
 
Arkansas Humanities Council Grant Proposal (Submitted for 9/2014 deadline.) 
In September 2014 several members of the NEH Summer Institute, with Gill as PI, will be submitting a 
grant to the Arkansas Humanities Council for a companion piece to the NPS proposal, focusing on the 
Rohwer Japanese American Internment Center and installed at the McGehee museum. This proposal 
includes summer scholar Angel Nieves, and lecturer Ruth Hawkins. 
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